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COVEYARCAD

BY NICO, AKASH, JUSTIN, RAHIL

OUR FEATURE: THE ARCADE

The Arcade in Covey.Town introduces a dynamic and engaging space
within the platform. Users can take breaks during virtual meetings to
enjoy these games, fostering team bonding and providing a
recreational outlet. The addition of a ticket booth enhances the
experience, allowing users to earn virtual tickets by winning games.
These tickets can be exchanged at the ticket booth for a variety of
cosmetic items that can be equipped and shown off to others.
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DEMO AND SOURCE FUTURE WORK

Our demo site is available c All of the base features we
https//spring24-project-s 2 wanted are there, but some
group-506.onrender.com/, oﬂo’ Improvements we could make
our code at are customization to paddle
hm ""'”c;rfthuh{ omrneu— color that can be bought with
tokens, create a single player Al
3 roup-5 OE‘ and game mode for pong, make
better cosmetic items for buying
at the Ticket Booth, leaderboard
for accuracy in Target Shooting.

We integrated new types
and game areas into
Covey.town's codebase,
using objects in the
tilemap editable via
"Tiled" These areas are
dynamically generated
upon map loading using
Phaser. Players can join
and play games using
React. We utilized event
handlers in React like
keypress and onClick for
game functionality, and
CSS for styling the actual
games themselves. Most
of the Ul elements in the
TicketBooth use
Chakra/Ul components.
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BlueHat - $10
This is a blue hat that is cheap

Times Purchased: 0

RedHat - $20
This is a red hat that is expensive

Times Purchased: 0

GreenHat - $50

This is a green hat that is very expensive




